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This research project was proposed with the goal of verifying if the use of video games as 
pedagogical tools could help students improve their intercultural competence; specially, their 
knowledge component. This idea was developed since research related to the use of technologies such 
as video games has been carried out in Colombia and internationally, but few to say the least focused on 
these two concepts. For this reason, the main hypothesis was raised whether the use of video games 
with high intercultural content through the Game-Based Learning Approach strategy could help students 
to perform better on tests that measure knowledge, and also if this is affected in some way by age, 
gender and social stratum. 
This is a quantitative research with a positivism paradigm which was carried out in a computer-
assisted English class with first semester students of the Licenciatura en Bilingüismo con Énfasis en 
Ingles de la Universidad Tecnológica de Pereira, Risaralda. The implementation had a dynamic in which 
two groups of participating students took two tests (Pre-test & Post-test) based on intercultural 
knowledge that were going to be reflected in two selected games; however, only one group was 
exposed to the strategy of playing them. The results of these tests were collected, analyzed, contrasted, 
and compared through statistical tools for measuring such as the Student’s T-test. 
Once these data were analyzed, different results and conclusions were reached. In the first 
place, it was reflected that the main hypothesis of this research was proved although with a low 
percentage of efficacy. On the other hand, the group not exposed to the strategy also showed a slight 
improvement, which would have to do with some of the limitations of the study and the extreme 
situations in which it was completed. Finally, it was observed that, age and stratum have a slight impact, 
while the gender does not seem to affect the result. 
 




En este proyecto de investigación se quiso trabajar y verificar el uso de los videojuegos 
como herramientas pedagógicas para ayudar a los estudiantes a mejorar su competencia 
intercultural, y específicamente el componente de conocimiento. Se llegó a esta idea puesto que 
en Colombia e internacionalmente se han hecho investigaciones relacionadas con el uso de 
tecnologías como los videojuegos, pero pocas por no decir ninguna que se enfocaran en estos dos 
conceptos. Por tal razón, en esta investigación se planteó la hipótesis principal de si el uso de 
videojuegos con alto contenido intercultural por medio de la estrategia del Game-Based Learning 
Approach, ayudaran a los estudiantes a desempeñarse mejor en tests que midan el conocimiento 
y también si este se ve afectado de alguna manera por la edad, el género y el estrato social.  
La presente es una investigación cuantitativa de corte positivista, la cual se llevó a cabo 
en una clase de Ingles asistido por computador con estudiantes de primer semestre de la 
Licenciatura en bilingüismo con énfasis en Ingles de la Universidad Tecnológica de Pereira, 
Risaralda. La implementación tuvo una dinámica en la cual dos grupos de estudiantes 
participantes tomarían dos tests (Pretest & Postest) basados en conocimiento intercultural que se 
vería reflejado en dos juegos seleccionados, sin embargo, solo un grupo se vería expuesto a la 
estrategia de jugar a los mismos. Los resultados de estos tests serían recogidos, analizados, 
contrastados y comparados por medio de medidas estadísticas como la prueba T de Student.  
Una vez estos datos fueron analizados, se llegaron a diferentes resultados y conclusiones. 
En primer lugar, se vio reflejado que la hipótesis principal de esta investigación si se vería 
comprobada, aunque con un bajo porcentaje de eficacia. Por otro lado, el grupo no expuesto a la 
estrategia también mostro una leve mejoría lo cual tendría que ver con algunas de las 
limitaciones del estudio y las situaciones extremas en las que fue completado. Por último, se deja 
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entender que el género y el estrato parecen tener una ligera influencia mientras la edad no afecta 
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1. Statement of the problem 
 
The continuous technological development has allowed the exploration of different 
methodologies in the language teaching areas. For that reason, this study aims to analyze if the 
intercultural communication competences can be developed by using Video games in a course of 
Computed Assisted Language Learning (CALL) on an English language teacher’s formation 
program of a public university at Pereira, Risaralda. The idea of this research is conceived since 
the intercultural communicative component has taken an important role in Mallas Curriculares 
suggested by Colombia Aprende (2016). In the same path, since the Colombian government 
created the Ministerio de Tecnologías de la Información y las Comunicaciones (MINTIC) the use 
of Tecnologias de la Información y la Comunicación (TICs) has been promoted to be used in all 
the educational aspects; for that reason, video games were used, as a representation of TICs, 
because they offer the possibility of real experiences, and immersion to a different cultural 
background relates to the intercultural communication competence aspects which teachers in 
development are required to be aware of and be competent in.  
Throughout the last decades, video games have become a topic of interest for the population 
in general. Gee (2003) has argued the benefits that videogames have when used as pedagogical 
tools. This discussion has been out there for many years, and in this era when communication and 
information are accessed easily and rapidly, Colombia has also participating in this discussion, 
first by refusing their use, then starting to promote them, and even creating the MINTIC based on 
the use of alternative technological pedagogical instruments in which video games are involved. 
Some educators such as Galvis (2011; 2015) and Monsalve et.al (2016) have researched 
implementing video games for instruction, mainly, in the instruction of English as a second 
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language (ESL) getting different sorts of results which in overall showed that video games are 
more than beneficial on language instruction.  
When the MINTIC was created in 2009 through the law 1341, or TIC law, the alternative 
technologies started to be considered to be used in classrooms. The reasons for implementing video 
games and other technologies as alternative pedagogies were because they provide a large range 
of possibilities. For instance, there is a large list of video game categories that can help in different 
aspects. Games called ‘serious games’ explore and explain different aspects of history which can 
be based on real facts, or not. These types of games create an atmosphere of immersion that makes 
users feel part of history by using different mechanics such as decision making, character 
development, and so on (Aalto, 2017). Furthermore, Uzun (2014) states that online gaming 
promotes interaction with cultures, beliefs, and religions. These aspects that can be improved and 
enhanced throughout the games are reasons why Colombia started to interest in promoting its use. 
For that reason, the MINTIC created the program en TIC Confio in 2011 which promoted the use 
of TICs inside classrooms throughout all the scholarly levels to be sure that the use of those 
methodologies was safely implemented when talking about video games. That means that the 
video games used were not considered violent, nor harmful.  
 
 Moreover, this ministry’s main goal is to promote the use of technical tools and make them 
accessible to all the Colombian community. In order to show the progression technologies have 
had in this country, the Mintic recently published statistics on the use of TICs in the last year which 
showed that there are a total of 6 million local internet accesses and more than 25 million people 
with access to a mobile internet connection.  This shows as published by the newsletter Dinero.com 
in 2018 that there is high access to these kinds of technologies, in fact, this newsletter published 
INTERCULTURAL COMMUNICATION COMPETENCE THROUGH VIDEO GAMES 11 
 
the results of a survey carried out by Google which provided results of a total of 54% of 
Colombians within 18 and 24 years play video games regularly. These results demonstrate that 
youngsters spend a lot of their spare time playing because they feel entertained which is one of the 
aspects that pedagogies must include, that is, student’s entertainment.  
As mentioned, organizations around the world have focused on the importance of TICs for 
education.  The UNESCO MGIEP (Mahatma Gandhi Institute of Education for Peace and 
Sustainable Development) that since 2012 aims to develop and promote innovative digital 
pedagogical tools to increase the levels of emotional and social awareness worldwide with the idea 
of reaching a connected world in peace.  Besides, UNESCO MGIEP (2017) suggests all the 
possibilities that video games offer in terms of the learning process of people. The mere fact of 
playing video games is teaching something because the player is inside of a unique experience that 
relates to any encounter that people have in real life. This entails the fact that no matters if people 
are playing, studying, or working they would be gaining insights from those experiences. 
Interculturality has also been of great interest in Colombian society. For instance, Castro 
Suarez (2009) has worked around this perspective by reviewing the different aspects of 
interculturality in a country that counts with a large list of ethnical groups that are recognized in 
the political constitution of the country, but that in many occasions are disrespected and rejected 
for their cultural beliefs. Besides, it is important to mention other realities that Colombian society 
faces currently which is the immigration of people from other Latin-American countries such as 
Venezuela that has increased in the last few years due to different socio-economic situations, and 
future teachers will have to face the fact of being instructors for youngsters of different background 
and have to keep in mind how to include and respect their background. Plus, Colombia is 
recognized as a tourism center for people around the world. For this reason, it is crucial to have 
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both pedagogical tools and methodologies that help students become aware of the importance of 
being competent and respectful when engaging in intercultural interaction. For example, video 
games such as Assassins Creed (AC) focus its fictional story about a war between the assassins 
and templars by adapting historical events and places, like France’s industrial revolution in AC 
Victory, with an outstanding precision regarding cultural backgrounds, places, and behaviors of 
that context.  
          A similar perspective of interculturality is reflected in other Latin American countries like 
Chile that have a variety of ethnic groups, and recently has presented an increase in immigration. 
The importance of promoting intercultural competences has been explored by organizations such 
as UNICEF which in 2011 associated with the Universidad Católica de Temuco to create a 
curricular proposal that was useful for teachers of this country to include aspects of 
interculturality.  
The need for including aspects of intercultural competence is also reflected along with the 
Colombian educational system, especially at the university level. This is because the programs 
have to go to a certification process that requires them to meet certain quality standards. Inside 
those standards, there is included the internationalization which directly relates to the awareness 
of differences across cultures. This can be seen in the fact that all graduate students of all programs 
that are certificated must course the different required levels of English. In that sense, the English 
language teaching programs are those that most required the development of that 
internationalization, which is understood as the intercultural competence since they are the ones 
that will be in charge of instructing students of other programs to achieve the required level of 
competences. Rojas (2018) researched within different Colombian Universities to gather 
quantitative and qualitative information regarding the level that English teachers have on 
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intercultural aspects. The results exposed by the author show that teachers are aware of the 
importance of the intercultural aspects, but they do not find a way to include them in their classes. 
 To summarize, national and international organisms have focused their efforts in 2 different 
fields such as the implementation of TICs in education and the inclusion of intercultural 
competences in English language teaching areas to cover different needs in the educational fields. 
In that way, the implementation of video games for developing intercultural competences inside 
the classroom appears like a possible answer for both internationalization and alternative learning 
instruments that Colombian and international institutions have been looking for implementing in 
the academy since both different areas may be developed on them. 
 In order to prove if videogames are effective in academic settings for developing 
intercultural communication competences, this research aims to test this hypothesis in students 
from a public University in Pereira that are part of a formation program of English teachers. This 
by developing the knowledge of students which is one of the five aspects of Intercultural 
communication competence proposed by Samovar et al. (2009) who proposed that a competent 
intercultural communicator must master the aspects of knowledge, sensitivity, motivation, skills, 
and character in order to engage appropriately into an intercultural scenario. This aspect 
specifically focuses on the knowledge that people need to know of the other cultures to be aware 
of the different behaviors that are appropriate in a given context. Furthermore, different works 
done in by UNESCO have shown the different benefits of using videogames as pedagogical tools 
such as the improvement in working with others no matter where they come from via online games, 
and the importance that understanding other cultures can be when engaging in conversations, thus, 
taking into account the others feelings and having empathy, complicity within cultures, and respect 
on their own cultural beliefs will help to build a peaceful society( UNESCO MGIEP, 2016). Also, 
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it is intended to demonstrate that the use of videogames is a tool that brings several benefits when 
are used correctly and with an intention; moreover, that videogames are not only violence or 
promoters of laziness.  
 This study aims to explore how video games can be used in academic fields as alternative 
methodologies for developing the knowledge component of the intercultural communication 
competences suggested by Samovar et al. (2009). In that sense, this project used the GBL approach 
proposed by Prensky (2001). Also, identify in quantitative terms, which areas of the groups such 
as gender, age, strata, and interest in video games are more impacted by the use of the instrument. 
Finally, the research seeks to increase the possibilities for teachers in terms of strategies and tools 
that they can use with the new generations inside the classroom. Taking that in mind, it is drawn 
the next hypothesis: 
Hypothesis: 
● The use of cultural video games will increase the knowledge component of the intercultural 
communication competences in the students of the first semester of the program of 
Licenciatura en Bilingüismo con Énfasis en Inglés of the Universidad Tecnológica de 
Pereira (Colombia) 
General Objective: 
● Analyze the impact of the use of  cultural video games in the knowledge component of the 
intercultural communication competences in the students of the first semester of the 
program of Licenciatura en Bilingüismo con Énfasis en Inglés of the Universidad 
Tecnológica de Pereira (Colombia) and explore if the results are influenced by personal 
characteristics such as socioeconomic level, gender, age and interests.. 
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Specific Objectives: 
● To determine if exposure to the selected videogames had a significant impact on the 
participants’ cultural competence. 
·         To determine if the participants’ socioeconomic level influenced their results. 
·         To determine if participants’ personal interests and hobbies influenced their results. 
·       To determine if participants’ gender influenced their results.   
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2. Conceptual Framework 
 This chapter aims to explain the different concepts relevant for understanding the nature of this 
research; Game-Based Learning is a strategy to be implemented; the TPACK model which refers 
to the use of technology for teaching pedagogical content knowledge; Communicative 
Competence is the ability that speakers have for getting their message across; The Culture which 
is what makes each country, society or city different; and finally, Intercultural Communication 
Competence, which refers to the ability of the people to communicate successfully with people 
from other cultures.  
2.1 Game-based Learning 
2.1.1 Differences Between Game-based Learning and Gamification. 
         The term game-based learning has had different definitions throughout the last years. It has 
been confusing to distinguish between this term and Gamification, so It is important to differentiate 
them before moving forward. While Gamification is the use of videogames outside the gaming 
world (Pelling, 2003); for instance, creating inside a classroom awards, points, achievements 
among other retribution functions without including video games, game-based learning is an 
approach that encourages the use of videogames in all its forms as pedagogical tools for achieving 
specific goals such as the learning of specific knowledge or the development of competencies and 
skills (Prensky, 2001). 
2.1.2 Defining Game-based Learning. 
         The game-based learning (henceforth GBL) was first mentioned by Prensky (2001) who 
explains that this model emerged by the relevance that videogames have been receiving in the past 
20 years. Prensky (2001) highlights the fact that the technological boom of these last decades has 
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created a generation of students that he calls ‘digital natives’ which can be approached to improve 
their learning development by implementing videogames as academic resources. Furthermore, 
videogames provide several advantages in regard to immersion to the specific topics because they 
have a large variety of genres and mechanics (Prensky, 2001). 
2.1.3 Advantages of Using Videogames.      
Gee (2003) lists the advantages that using videogames can have regarding academic 
development by presenting the learning principles that they improve. In the first place, that 
videogames subset us which means that they can prepare us for a specific context as the majority 
of learning methods do. Secondly, videogames enhance in us an active and critical role since they 
are not just watching and reflecting upon what they have seen, but they are part of the situations 
and have to make decisions based on their ideas.  Third, they also help us to try, also probe, by 
failing if it is required. This refers to the fact that learning is a process in which actions and 
reflection are needed upon what has been done so that it can be found what was done good and 
what can be done better next time. Finally, virtual environments of videogames give access to the 
most important role, considered by Gee (2003), which is real practice since students, by practicing, 
gain experience that becomes on significant learning.  
2.1.4 Genres and Mechanics. 
        As mentioned above, videogames have different genres. These genres can be categorized as 
following: Action, Adventure, Fighting, Puzzle, Role-Playing, Simulation, Sports, and Strategy. 
Rapeepisarn et al. (2008) mention the importance of selecting the most appropriate genre based 
on the target content and the objectives to be accomplished. Since every type of game has 
specific mechanics, some can be most suitable for a specific public or students. For instance, 
when dealing with intercultural aspects the mechanics of role-playing games could be more 
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suitable as the main focus is to place ourselves in the shoes of someone that can have different 
backgrounds, beliefs, and knowledge of the word. Plus, it is also important to mention that the 
selections can vary depending on aspects such as on-target age level, gender, racial diversity, 
number of students since some games could be considered as not appropriate for a specific 
culture. 
2.1.5 Other Definitions of GBL. 
         Green and Bavelier (2003) explain that these ‘digital native’ children require a model based 
on the use of technologies since their brains have accommodated to use them daily. They define 
GBL as a way of learning based on the attraction students feel to videogames and technology in 
general. The reason, as they mention, is because human beings love to learn, and even more when 
the learning is not forced (Green; Bavelier, 2003). That is what videogames provide as learning 
tools, a way of learning that is centered into variety, being immersed in the real context, and into 
the real sources of information. 
        Trybus (2015) has an updated definition of what is GBL. He says that “Game-based learning 
refers to the borrowing of certain gaming principles and applying them to real-life settings to 
engage users” (Trybus, 2015, p. 1). According to Spring (2015), there is a psychological 
motivation within a context where video GBL takes place since video games allow students to get 
engaged with materials in more dynamic and different ways. Also, spring states that using this 
approach is not just the use of videogames or creating them for students to play, the idea of 
implementing this approach is to design activities that can incrementally introduce concepts, and 
guide students to a specific goal. 
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2.1.6 Gaming Principles.  
        Trybus (2015) highlights some basic learning principles that are presented on videogames. 
First, the prior knowledge that students may have referring to the topic can help them or not in a 
specific task. For instance, those that have played similar games before will learn the game 
mechanics easily while those who have not will end up having to repeat several times to acquire 
them. This is similar to any other model that can be used for explaining a new subject and content. 
Second, motivation is an aspect of all models of learning. In GBL students that are motivated to 
using these technological resources are most likely to get a higher level of improvement, whereas 
those who prefer more ´traditional’ models will be demotivated. Motivation is a crucial term when 
talking of education since as more motivated students are that will determine how much will they 
learn in the end. Third, it is important for developing mastery of the topics throughout the required 
skills for each game. What this means is that it is important to internalize those skills that are 
presented on the games that are directly related to the class subject so that they will know how to 
use them in the consecutive assessment of the content. Finally, directing and centering the learning 
to established goals. Setting goals and objectives are usual in all academic models; nevertheless, 
GBL refers to the goals of being able to finish successfully a game and receive feedback afterward 
from both peers and teachers throughout their performance on the game as well as on academic 
final products. 
2.2 The TPACK Model. 
The idea of using technology in an academic environment is something that has been 
studied since a long time ago; for instance, the researchers Mishra and Kohler (2006) developed 
the Technological Pedagogical Content Knowledge (TPACK) model. By referring to the use of 
technological devices such as video games for pedagogical purposes, it is required to refer to this 
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approach which gives important foundations to be considered. This model is built in 3 main aspects 
in which they connect the "what to teach" (content) with "how to teach" (pedagogy) by using 
technological tools. This model suggests a solid balance between those 3 concepts. Also, the 
author’s state 3 variations of the model by combining at least 2 of the concepts previously 
mentioned. Thus, Pedagogical Content Knowledge (PCK), Technological Pedagogical Knowledge 
(TPK), and Technological Pedagogical Knowledge (TCK) must be explained. 
2.2.1 Pedagogical Content Knowledge (PCK) 
It is defined as the knowledge a teacher has about how to teach specific content. In other 
words, it is about what are the strategies, methods, and approaches the educator uses for teaching 
a particular content to his/her students. It is important to highlight that Shulman (1986) was 
proposed a similar concept involving the concepts of pedagogy and content. 
2.2.2 Technological Pedagogical Knowledge (TPK) 
         Mishra and Kohler (2006) state that this variation of the model refers to the process 
developed by the teacher of selecting the appropriate technological tools to implement a particular 
approach inside the classroom. For instance, if the teachers want to work on pair-assessment, they 
should look and identify tools such as forums, educational social networks, Google drive, and 
others, to serve as a technological channel that will support the approach the teachers want to use. 
2.3 Communicative Competence, Culture, and Intercultural Communicative 
Competence.  
2.3.1 Communicative Competence. 
This term was defined firstly by Chomsky in his book “Aspects of the theory of the Syntax” 
when he made a distinction between performance and competence. Chomsky at the beginning 
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defines Communicative Competence as “the monolingual speaker-listeners knowledge of 
language and performance as “the actual use of language in real situations” (1965). Later on, 
Hymes (1972) perceives that the communicative competence did not only deal with an inherent 
grammar competence but as an ability to use that grammar competence in a variety of 
communicative situations. The communicative competence definition had different interpretations 
and definitions; one of the most accurate ones is the one that Backlund (1977) provides. He defines 
communicative competence as “the ability of an interactant to choose among available 
communicative behavior so that he may accomplish his own interpersonal goals during an 
encounter while maintaining the face and line of his fellow interactant within the constraints of the 
situations. “(Backlund, 1997 p. 16). In other words, it is the ability that a person has to make 
himself understood to others in every type of situations. The communicative competence according 
to the Common European Framework (CEF) includes three components which are linguistic, 
pragmatic, and finally the sociolinguistic competences (2001). 
Communicative competence has been developed in many ways and defined by several 
authors. Even though the following section will be focused on the CEF definition and division, it 
is important to consider them. Canele and Swain (1980) explain that a competent communication 
act includes four dimensions which are the knowledge of that language code (grammatical 
competence), the knowledge of the cultural rules or norms that are playing a role at that moment 
(sociolinguistic competence), the ability to create strategies to overcome the difficulties that may 
occur in the communicative act (strategic competence), and the knowledge to be understandable, 
coherent, and cohesive whenever you communicate either in writing or in speaking (discourse 
competence). Bachman (1990) includes the pragmatic components of the language into the concept 
of communicative competence by referring to it as the language use skill and that it is composed 
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of three elements that are the language competence, strategic competence, and physiological 
components and mechanisms. Celce-Murcia, Dörnyei, and Thurrel (1995) later on give a different 
division of the communicative competence which is of five components and that includes the 
actional competence to the linguistic, sociolinguistic, strategic and discourse competences. This 
model proposed by Celce-Murica et al. (1995) has been re-considered by Usó-Juan and Martínez-
Flor (2006) who say that all the components go to the same level since the aim to create discourse, 
thus that the four language skills Reading, Listening, Writing and Speaking have the most 
important role in this task. 
As can be seen, there are different points of view regarding the communicative competence. 
However, as mentioned above, it will be further explained the concepts provided by the CEF. 
2.3.2 Linguistic Competence. 
Chomsky (1965) in his book defines linguistic competence as the knowledge that a 
language user has and how the performance is carried out in real-life situations. He says that the 
linguistic competence is reflected when a person (with perfect knowledge of the target language) 
goes to a specific country and is unaffected by memory limitations, distractions, natives’ grammar 
errors among other aspects that occur when two people are interacting in any situation. The CEF 
(2001) refers to the linguistic competence as ̈ knowledge of, and ability to use, the formal resources 
from which well-formed, meaningful messages may be assembled and formulated. ̈  (P. 109). They 
divide it within different competences such as the lexical, grammatical, semantic, phonological, 
orthographic, and orthoepic. 
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2.3.3 Pragmatic Competence. 
Pragmatics according to Crystal (1997, p.301) is the study, from the users' point of view, 
of the language and choices they make when using language in social interactions, and how these 
decisions affect the interlocutors’ comprehension in any communicative act. In Chomsky’s words, 
(1981, p. 225) pragmatic competence is the ability to relate the intentions and purposes of the 
linguistic interactions. Normally, this pragmatic competence is not developed or taught directly in 
language classes. Language user develops pragmatics from the interactions they experience 
through their learning process. For instance, thanks to the pragmatic competence any language 
user can infer whether an interlocutor is completely focused on a conversation or if he is not 
interested. 
2.3.4 Sociocultural Competence.    
CEF (2001) defines sociolinguistic competence to the knowledge and skills that are 
required for using an appropriate language and register in different sociocultural contexts. In this 
appropriate language use, it is embedded elements that mark social relationships, behavior rules, 
expressions, philosophy, and many differences in dialects, stress, and stress. Canale (1988, p.90) 
states that developing intercultural competence requires students to use the sociolinguistic 
conventions for performing language functions in any context within a society or culture. 
2.3.5 Culture. 
Culture is an important term for human beings since it is a group of values, beliefs, 
behaviors, and attitudes that are shared by societies or groups of people, but those features of 
culture are different for each person. Also, it is transmitted from one generation to the next. 
Different for everyone, communicated from one generation to the next (Matsumoto 1996: 16). 
Culture is what characterizes human beings and what differentiates towns, cities, countries and 
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even continents from one another. Spencer-Oatey (2008, p.3) adds to other definitions of the 
aspects of beliefs, policies, procedures, and behavioral conventions that belong to any community. 
Spencer-Oatey and Matsumoto agree that culture is reflected in large groups of people, but also it 
can be seen with different aspects of each member of that group of people. Culture then is what 
differentiates communities and their behaviors. Hence, it also characterized how they 
communicate. Every culture has norms and already set characteristics in their language. Whenever 
someone communicates in a language is and uses those sorts of norms is reflecting that culture. 
However, when someone from a different culture uses those aspects of a culture different from his 
own this could carry different outcomes. This all leads to the meaning of what is being 
communicated. On the communicative acts, the meanings of each culture have an impact and how 
they are interpreted. Kramsch (1998) refers to the idea of the interpretation of the communication 
throughout the cultures, and that when there is a communicative act, there is a third position of 
possible interpretation which is neutral. In that sense, when someone is learning a foreign language 
is also learning about their culture, and there seems to be a need for placing in either his own 
culture or the foreign language culture. This ‘thirdness’ of culture interpretation refers to taking a 
neutral cultural position when engaging in the act of communicating across cultures.     
2.3.6 Intercultural communication competence. 
         As mentioned, the communicative competence has had several definitions and discussions 
throughout the last decades of the past century, and in the 21st century. Nonetheless, as Byram 
(1997) mentions the cultural aspects, cross-cultural, or intercultural communication and interaction 
had little attention whenever it was discussed the dimensions or competences that composed the 
communicative competence. It is not of doubt, however, that the intercultural interaction is a 
complex phenomenon that all speakers must deal with, even if it is not in their daily lives. The 
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author proposes a model for the intercultural communication competence (hereafter ICC) which 
considers that whenever an interaction within people from two different cultural backgrounds 
aspects such as knowledge of each other’s countries, cultural awareness takes place. Nonetheless, 
we would like to focus on what Samovar et al. (2009) proposed by mentioning Spitzberg (2000) 
definition of intercultural communication competence, on their words, the ICC means: ‘having the 
ability to interact effectively and appropriately with members of another linguistic-cultural 
background on their terms.’ (P. 384) 
         Based on this, Samovar et al. (2009) mention that the ICC is composed of 5 components 
that affect your ability to communicate on a multi-cultural background. When Samovar et al. 
(2009) refer to these components; they refer to what it takes to be competent regarding the 
challenge of communicating across cultures. In fact, these mentioned components are required for 
this sort of communications, but as Samovar et al. (2009) mention ‘the level of competence you 
ultimately develop will be a matter of personal preference…’ (´P.384), but as better you master 
them, the best you will behave in any intercultural encounter. These components mentioned above 
are Motivation, Knowledge, skills, sensitivity, and character, and are defined in the following 
section. 
2.3.7 Motivation. 
         This component is explained as the desire for being able to communicate with those of far 
distance backgrounds than yours. It means that whenever we get to know people from other 
cultural backgrounds, we extend our wish to understand them and share with them our knowledge 
while we receive input from their cultural knowledge. In that sense, we improve our ICC by 
experiencing this motivation on understanding other parts of the world's views and going beyond 
our closest social circle. 
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2.3.8 Knowledge. 
        Another component refers to the knowledge we are required to know in order to be able to 
appropriately communicate. This knowledge can be understood as the rules, norms, and 
expectations of the other culture we are interacting with. The authors illustrate how important is 
this knowledge by explaining how in different professions you are required to know specific 
expressions not only in language form (Content knowledge) but also in other types of expressions 
(Procedural knowledge) such as facial expressions, dressing codes, and so on. If we think about 
that, we can exemplify it by considering someone working at an airport which is trying to explain 
a woman who professes the Islamism that she cannot cover her face while entering to the migration 
zone.  That is a lack of intercultural knowledge that does not understand the idea that people from 
other cultures have specific norms and beliefs that they follow no matter what. It could be also 
said that the woman also lacks knowledge since she is not considering the rules that apply to the 
specific zone in which she is now.  
2.3.9 Skills. 
         The authors mention that there are a set of abilities you have to analyze, observe, listen, 
and apply the correct behaviors in a specific context, or moment. We have developed throughout 
all our lives different ways of acting depending on the situation we are within our own 
culture.  However, this component of ICC explains that we have to learn to apply these skills 
whenever we engage in intercultural interaction. 
2.3.10 Sensitivity. 
         This component is all about being tolerant, empathetic, and open to the diversity that 
interacting with people from other backgrounds represents. Sometimes whenever we know people 
that come from other parts of the world, we tend to stereotype based on the knowledge that we 
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have of them and that they all behave in a specific way without even trying to understand why they 
do. For being able to be competent in ICC we have to be able to be sensitive to the customs and 
ways of acting of all different cultures even though they are very different or considered 
inappropriate on your own culture. 
2.3.11 Character. 
         This last component explains that how you act or behave in front of people from other 
cultures can affect how they perceive you. It means that if you are perceived as a person that does 
not have a good character, the communication with that person will be affected. The most 
important to consider when we talk about the character is if you can be considered in all different 
background as a trustworthy person which means that you show you have aspects that are 
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3. Literature Review 
 
Learning a language has not been an easy task since it is required that language students 
develop several skills and competences for successfully achieving this challenge. However, in 
contexts where children do not really use the language to be learned, it is more difficult since 
they are rarely motivated to do so. In order to increase motivation by engaging students in 
activities or tasks, it was thought to use video games in the classroom.  It was found that youth 
approximately play video games in a range of 7 to 10 hours per week (Lenhart et al., 2008). 
Given this level of hours spent by youth in games and considering all the social activities, it 
entails it is a great opportunity to use video games as a medium for learning (Gee, 2003, 2007; 
Prensky, 2003, 2005; Squire, 2011). Video game-based learning is a good strategy to implement 
with students since there are a lot of benefits from using this approach; moreover, for learning 
content, this is ideal inasmuch as students get immersed in the video game’s history or lore. (lore 
is the background of a videogame where there is all the information about characters and history 
of the game itself). For this reason, game users can learn about many cultures, categorize them 
without stereotypes, and they can feel part of a more globalized world. 
         Intercultural communication has gained a high relevance nowadays since the world has 
found necessary the fact that dialogue, respect, and tolerance need to be developed (Uzun 2014). 
Similarly, Alencar & de la Hera (2017) as well as Aalto (2017) shade the light on the idea that 
the increase of immigrants, not only in the society itself but in the schools around the world 
(mostly in Europe), has created the necessity to develop intercultural awareness in the scholar 
curricula. moreover, Alencar & de la Hera (2017) propose the fact that video games improve the 
inclusiveness and collaborative work since there are video games that are online which means 
that people have to interact with people around the world. As game users need to interact, they 
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are sometimes required to do certain tasks inside the game that are mandatory to be done with 
groups. Also, videogames are including different genders, ethnic groups that were not included 
before in other games. This idea is complemented by Aalto (2017) who cites Krokfors et al 
(2014) when he says that online video games create new learning environments that allow 
interdisciplinary learning and long-distance interactions among players. Moreover, these online 
environments motivate people to participate actively in these scenarios which make them learn 
or develop skills every time they are on. Considering this information can be concluded that 
interaction an intercultural communication might be developed, taught, enhanced, among others 
by using video games a similar multimedia tools inside the classroom. 
Video Games have been also proven to be a tool for fostering engagement on people into 
different topics since they have entered every person’s life in one way or another via different 
platforms and via different types and genres of games (Chen; Woo, 2016). In fact, Chen and 
Woo point out that the main reason for the increase in the interest of a specific topic by playing 
is because of the interactivity. This refers to the fact that people are immersed in a digital 
environment that allows them to have access to elements that other ways they would not be able 
to experience. Furthermore, Uzun (2014) mentions that videogames engage people not only on 
new topics and ideas but also provides the opportunity of interacting with other cultures, 
religions, and beliefs via online gaming or through history guided or so-called serious games. 
These serious games as mentioned by Aalto (2017) involve players into a narrative that makes 
them feel part of the history throughout interactive mechanics, such as decision making, 
alternative finals, or character development, that cannot be found on another sort of 
technological tools. These are the main aspect that promotes the learner’s engagement into the 
pedagogical goal without they notice (Aalto, 2017).  
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Regarding motivation Noor, Yusoff, Yussof, and Ismail (2015) state that augmented 
reality or the use of video games engage more people in the activities done in class; Also, it 
provides a meaningful experience since it motivates students to learn and increases some 
cognitive skills. Similarly, it is stated that these virtual environments elicit positive changes in 
the players since the pure entertainment that are included in video games make students feel they 
have control and power over the game actions, they go into the role and enjoy a different 
experience from the ones they are used to have in the classrooms (Ratan & Ritterfeld, 2009). 
However, it is said that entertainment and education are two different subjects; nonetheless, 
Ritterfeld, Cody & Vorderer (2009, p.32) say agree when saying that education and the 
entertainment offered by video games should be associated since education can also be 
enjoyable; thus, this association will motivate students for learning through video games. Aalto 
(2017 p.69) found that the way culture permeates people’s lives is a trigger for increasing 
student’s motivation; in other words, by discovering how amazing culture is, pupils will be 
motivated for learning increasingly how complex and incredible each culture is. 
 Another great trigger for motivating students is the collaborative digital games or 
activities, which according to Migacheva and Tropp (2013) increase the motivation to learn new 
skills and capabilities, and this is due to their desire to become part of a bigger group beyond 
their countrymen. Fogg (2003 p.24.) also says that these collaborative games make activities 
easier and more efficient to do, and consequently, increase their lack of motivation to learn 
through these tasks. Moreover, this game can be used to enhance communication among players 
which will increase their social interactive skills (Fogg, 2003, p.89). Fogg (2003) emphasize the 
importance of these type of activities to prevent what they call “pseudo-groups” which are 
groups whose members were selected randomly and subsequently they lack motivation for 
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working together.  Besides these games also have the potential to foster intercultural integration 
that will make students aware of the differences every culture has. Finally, Baker and Clark 
(2010) say that there are some difficulties when working with video games that can be avoided 
by using digital collaborative games. 
 An Intercultural-Content Videogame could be understood as those whose design is based 
on cultures that are different from the one in which the game is played, and their scenarios are 
located on historical and real events, also based on countries conflicts, current situations. Even 
ancient cultures that have had an impact on world history and that their beliefs, attitudes, and 
ways of seeing the world vary from the location in which they are being seen and can help 
people to understand them better through gameplay, mechanics, modalities, and clearly the 
game’s main plot.  
To conclude, the authors make emphasize mainly in the aspects named before such as 
interaction, Engagement and motivation, and intercultural communication. It means that this 
research has good theoretical support in those aspects, so the project has a solid basis in which it 
can start. Nonetheless, there is not enough information about the concept of components of 
intercultural communication competences proposed by McDaniel, Porter & Samovar (2009). The 
concepts of skills, motivation, knowledge, character, and sensitivity in terms of intercultural 
communication by using video games are not developed appropriately in these researchs; 









This section presents all the information regarding the methodology that was used in the 
research of developing and enhancing intercultural communication competence by using video 
games. Information such as type of study, context, setting, participants, researcher’s role, data 
analysis, data collection, instructional design, the strategy used, research limitations, and ethical 
considerations are shown. 
4.1 Type of Research 
         This research intends to validate the hypothesis that the use of video games increase the 
knowledge component of the intercultural communication competences in the students of the first 
semester of the program of Licenciatura en Bilingüismo con Énfasis en Inglés of the Universidad 
Tecnológica de Pereira (Colombia). For that reason, it had an empiric-positivistic paradigm that 
looked for gathering empirical and objective information based on natural phenomena throughout 
structured measuring methods (Martinez, 2007). This information was collected by using a 
quantitative approach which according to Creswell (2003) refers to seeking to confirm a hypothesis 
by using different sorts of instruments that provide statistic and mathematical data. In that way, 
the quantitative information that was collected through the application of pre-test and post-test was 
used for proving the hypothesis mentioned above. 
4.2 Type of Study 
The type of study was a quasi-experiment which according to Campbell and Stanley (1966) 
refers to studies in which the researcher selects an environment or a context which is naturally 
suitable for the aim of the research, however, the sample of participants is selected randomly inside 
the context and it is not under the control of the researcher (p.     34). It was used a nonequivalent 
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design (Creswell, 2003. p.     160).  This sort of design refers to having two groups which were one 
experimental and one control group. Both groups took a pre-test and post-test, however, only the 
experimental group was exposed to the strategy of the Game-Based Learning (GBL) approach 
proposed by Prensky (2001). There were two variables in this study. The first variable is the 
dependent that refers to the knowledge that participants already had regarding intercultural 
communication competence. The independent variable is the strategy, in this case, the video game 
that was expected to impact the participant’s knowledge regarding culture.  
4.3 Context 
This research was developed at the program of Licenciatura en Bilingüismo con Énfasis en 
Inglés of the Universidad Tecnológica de Pereira, a public higher education institution located in 
Pereira, Risaralda (Colombia). This language teachers’ program was born in 2004 to supply the 
need of public institutions in the region for having professional educators in the Language teaching 
areas. Likewise, this is a face-to-face program with a high-quality accreditation granted by the 
Colombian National Certification Board (CAN) since May 25 of 2016. The degree is composed 
of 188 credits divided into 61 subjects to be completed in 10 semesters. 25 educators labor as 
professors for the 605 students registered. 
4.4 Setting 
To implement this research, the study was carried out with the students who were enrolled 
in the Computer Assisted Language Learning Course, a subject that belongs to the first semester 
of the above-described program.  These students already had a basic level of English, which is 
optimal for using games in English. The course selected also provided an excellent environment 
for using video games since the classroom has computers and a fast internet connection for every 
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student. Moreover, the goal of this subject is to provide students with different tools for improving 
their language learning process through the use of technology. Students from two groups enrolled 
in this course participated in the research, one is considered as the experimental group, and then 
another, the control group.  The experimental group consists of a total of 7 students with a total of 
four males and three females.  
4.5 Participants 
The participants of this research were first semester students of the subject of Computer 
Assisted Language Learning (CALL) of the program of Licenciatura en Bilingüismo con Énfasis 
en Inglés of the Universidad Tecnológica de Pereira. The study was developed in two groups 
taken from the total of the first-semester groups of 2020. The experimental group that consists of 
seven students has a total of four males and three females. There is a total of one student that 
belongs to strata level one, while there are four that belong to the second level, and finally, the 
other two belong to the third. The second group is the control that has a total of seven students, 
three males, and four females. These students are divided into three different socioeconomic levels: 
in the strata level one there are three students, within the strata level two there are two students, 
and in the strata level three there are two.  
4.6 Researcher’s Role  
        The researchers did not have any role in the implementation of the research since, according 
to Simon (2011), the researcher should not interfere in the development of the study. This is 
because of the nature of quantitative research in which participants must be able to work, no matter 
what, on their own. Another reason is if it is developed under similar conditions, it should give the 
INTERCULTURAL COMMUNICATION COMPETENCE THROUGH VIDEO GAMES 35 
 
same results. In that way, the researcher`s participation during the data collection exercise could 
have affected the results. 
The researchers also had the role of analyzing the information that was gathered. This 
process was done throughout the T-student test to analyze the information collected from the pre-
test and post-test (Creswell, 2014) in order to verify if the hypothesis was true or false. On the 
other hand, the researchers also designed both pre-test and post-test for collecting data. 
4.7 Data Collection Methods 
        The information was collected first throughout a pre-test. Both groups that were part 
of this research took it. The test was composed of a survey in which it was gathered general 
information about each of the participants that were used to categorize the outcomes for the 
specific objectives of the research. It also contained specific aspects with intercultural 
communicative competence in particular about the intercultural knowledge they had. While the 
experimental group was the only one to receive the different practical sessions using the game 
selected and the game-based learning approach, the control group continued with the regular class 
sessions. By the time the experimental group had received a post-test, the control group was also 
exposed to it. The post-test contained a similar survey and content than the pre-test. In this sense, 
it was analyzed and contrasted with the results of both tests through a Student’s t-test.  
4.8 Data Collection Instruments 
4.8.1 Pre-test & Post-test (Quasi-experimental Design, Non-Equivalent) 
One of the instruments that were used for measuring the information collected was the 
pre-test and the post-test proposed by Cresswell (2014), in order to determine how much students 
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in the experimental groups advanced compared to the control group, who was not exposed to the 
strategy.  
The pre-test was composed of three sections. The first section was focused on collecting 
ethnographic information, intended to be used by the researchers to discriminate the data.  
Questions such as age, gender, strata, and other related to personal information, were presented 
in this phase. The questions in the other sections were intended to collect information related to 
cultural elements present in the for the games that were used as the strategy: one section was 
dedicated to questions related to democracy, that is the focus of the game Branches of Power; 
there was a second section related to questions about how to live in the USA as an immigrant, 
which is the cultural knowledge that was worked on the game Immigration Nation.  
Each of the sections used for the games had a total of eight questions. The types of 
knowledge that were worked on them were declarative knowledge as well as some of 
vocabulary. (See appendix 1). 
4.9 Strategy  
The strategy that was used on this project was the implementation of free video game 
playing by the participants. It was developed in three different sessions of approximately 40 
minutes. For each session, the researchers exposed students to a different game that will be 
described in the following paragraphs. Appendix 2 presents the covers of the games for a better 
understanding of what they looked like.  
4.9.1 Immigration Nation 
The topic of immigration is of great importance nowadays. Immigration is a hot issue in 
politics all around the world, particularly in those Northern countries considered more developed 
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in economic terms. Even Colombia, with all its many economic and social problems, has 
received during the last years the visit of numerous Venezuelans, who come to this country 
trying to improve their circumstances. Moreover, throughout the history of the USA, there have 
been a lot of immigrants from all around the globe that leaves their countries looking for better 
job opportunities or due to other problems, such as war, violence, or political persecution.  
Immigration Nation is a game created by iCivics that focuses on teaching students that 
are learning English how immigrants can become citizens in the countries they want to live, in 
this case, the USA. This game shows interesting information about the opportunities the 
newcomers have for settling in a new country with all the benefits the residence or citizenship 
have. Also, it shows the requirements for becoming a USA citizen. The reason why this game is 
suitable for the research is that it provides specific information about the process of acceptance 
for acquiring citizenship; it also shows in which other cases the admittance is not valid and it 
explains why. 
4.9.2 Branches of Power 
 Branches of Power is a game developed by Filament Games for the ICIVICS website 
with the purpose of creating a way in which youngsters can get to know the different branches of 
power of a democratic government while being entertained and engaged. Actually, it is described 
as a government politics simulator in which you can experience the powers and limitations of 
these branches. The game is free, and it can be launched in any browser with an internet 
connection to access the website. This game was selected to be part of the project since it had 
several references to how the USA government works and would allow people to learn about 
differences with the Colombian government's actions regarding the needs of the citizens.  
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4.10 Ethical Considerations 
 After having being informed by the researchers of the purpose, process, and conditions of 
the research, the students took freely the decision of participating in the project and signed an 
informative consent form. They were also guaranteed the confidentiality of the data collected and 
the anonymity of the results obtained from the data analysis. (See appendix 3).  
Respect copyright issues in relation to the videogames employed in the research, both games 
selected belonged to ICIVICS, and were copyrighted, although it was explicit on their terms of 
use documentation that there use is allowed for studying, teaching, or researching purposes. (See 
appendix 4).  
4.11 Research Limitations 
 Before continuing to present the analysis of the data and the results gathered from the 
research, it is important to mention the difficulties faced during the research process, since they 
affected different aspects of our work. 
To start with, the research was intended to be implemented in the second semester of 
2019 with two groups of 15 participants and four games that students would be exposed to. 
However, during the first weeks of September 2019, a national student’s strike was launched. 
Students stopped attending classes and the implementation of our instructional strategy had to be 
cancelled. This circumstance forced us to re-think the research, changing from four to three 
games for the first semester of 2020 and starting with a fresh group of students from the 
program. Again, an unforeseeable difficulty arose in the shape of the pandemic of Covid-19. 
Classes all around the planet moved from face to face environments to virtual ones and that fact 
affected again our implementation. Only two games could be implemented, and the post-test had 
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to be sent through the mail so that students could do it online. However, only seven (7) students 
out of one group and twelve (12) out of the other completed it, instead of the 19 participants that 
were included initially in each group. This forced us to reduce the groups by random selection so 
they had the same number (seven per group) and to reduce the test to the two sections which 
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5. Data analysis 
5.1 Introduction 
 The practical sessions with the experimental and control groups rendered data that was 
collected by using the data collection instruments developed for the research: pre-test and post-
test, which will be described throughout this chapter.   
The experimental group (henceforth, ‘E’) consisted of seven students, three females, and 
four males, whose ages ranged from 16 to 28 years old. The students in the group were identified 
by the E letter and a number randomly assigned, from one to seven. 
The control group, which will be known as ‘C’, was composed of a total of seven 
students: four females, and three males. Their ages ranged from 16 to 18 years old. They were 
identified by the C letter and a number from one to seven, randomly assigned.  
5.2. Pre-test 
 The pre-test was composed by a total of 16 questions divided into two sections of eight 
questions 
The students took the test via the online platform google forms in the classroom under the 
researchers’ supervision. Once they finished, the information was automatically collected on a 
spreadsheet. This data was then considered structured data as according to Matthews & Ross 
(2010) it consisted of a set of questions with a pre-determined set of answers and was gathered in 
the same way for all participants.  
 The spreadsheet with the participants’ data was downloaded and their answers graded. 
Each student received a final score from one to 16 were having one correct answer equaled to a 
result of 6.25% while getting 16 equaled to 100%.  
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 Once each of the students received a total score, a statistical analysis on different aspects 
of the group overall was conducted. According to Goertzen (2017) in all quantitative research, 
there are different ways in which data can be analyzed and condensed. For purposes of this 
research, this was done by first finding the mean, and mode on the pre-test results. 
5.2.1 Experimental Group Pre-test Results 
The mean of the pre-test for the Experimental group was 6.1 out of 16, while the mode of 
the group was seven.  
Already it can be noticed that the group as a whole was far from the top score of 16. The 
highest score obtained was that of E4, with a total of |eight correct answers, while the lowest 
score was that of E2, who got a total of four correct answers out of the 16 questions presented. 
(See graphic 1). 
Since the two sections of the test were purposefully designed to explore different cultural 
issues, the results obtained in each of them provided interesting information to consider, which is 
also illustrated in Graphic 1. The first section was aimed at armed conflicts and got a mean of 
4.29 points out of the 8 top score possible, with the mode being five correct answers. Also, the 
highest scores were of five by E1, E5, and E6. On the other hand, the lower score was of three 
correct answers out of eight by E2. 
These results revealed that although the participants were not completely ignorant about 
the cultural issues explored in the pre-test, they were far from having an acceptable knowledge of 
them. Considering that the questions were related to well-known armed conflicts around the 
world and this type of information is always present in the television news and in many 
multimedia resources, such as films and videogames, which young students are usually expected 
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to use in abundance, these data allow to infer that the participants may have had little exposure to 
this type of information or have not considered it important enough as to remember it.  
 In the second section, there was a mean of 1.86 out of eight possible correct answers. The 
mode of this section was one correct answer.  E4 got a total of four correct answers on this 
section being the highest score, whereas E2, E3, E5, and E6 got only one correct answer, which 
was the lowest score of the section (see graphic 1).  
It is evident in these results that students’ knowledge concerning the cultural elements 
selected was really scarce previous to the implementation of the games, with the section related 
to immigration in the USA obtaining even lower results than the section related to armed 
conflicts. These results are interesting in themselves because as it was already mentioned about 
armed conflicts, the circumstances and lives of immigrants in the USA are recurrent topics in 
films and television series, which should have helped the student to achieve a higher level of 
familiarization with them. Besides, a great number of Colombian citizens have migrated to the 
USA and it is quite normal to have family, friends, or neighbors who live there under those 
conditions. 
 
Graphic 1: Pre-test experimental group 
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5.2.2 Control group pre-test results 
The control group results showed a mean of 8.3 and a mode of 10 correct answers. The 
highest score was obtained by C5, who got 11 correct answers in total. In contrast, C4 and C6 
scored only six correct answers, which represented the lowest total results (See graphic 2). 
In the first section, the average score obtained by the participants was 5.3, and the mode 
was five (5) correct answers. The highest result in this section, eight (8) correct responses, was 
achieved by C7, who obtained a perfect score for the section, followed by C5, with seven. The 
lowest result was obtained by C4 with only three answers correct, a score that did not reach even 
50% of correct answers.  
The second section reflected the results significantly lower than in the first section. The 
highest result was five (5) correct answers by C3. The mean in this section was 3. C6 obtained the 
lowest result in this section, with only one correct answer. Overall, the control group scored less 
than 50% on this section.  
 
Graphic 2: Pre-test control group 
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 It can be observed after reviewing the results obtained by both groups that they were very 
similar in terms of the knowledge regarding the intercultural information that later on was going 
to be worked with the strategy. Both groups had similar means, with some variations showing 
that the control group had a slight advantage in their previous knowledge as can be seen in 
Graphic 3.  
 
Graphic 3: Comparative analysis Pre-test E. group & C. group 
5.3 Post-test. 
 The post-test was composed of 16 questions in total, which were divided into two 
sections of eight questions. All of them were different from those presented to the participants in 
the pre-test.  
It must be mentioned that due to the worldwide situation with the Covid-19 pandemic, all 
academic activities at the university campus were suspended, which prevented us from applying 
the test in a face to face session with the participants. The test was sent via online platforms to be 
completed on a Google-form and then submitted and there was no supervision of the participants 
during the test, what could raise concerns in relation to the reliability of the results obtained. 
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The information was compiled and condensed similarly as it had been done with the 
previous test. Students' submissions were graded as in the pre-test and then each student received 
a final score from 1 to 16, being 16 the maximum possible score, and equivalent to 100%.  
5.3.1 Experimental Group Post-test Results 
 The simple analysis of the results obtained showed that there was a clear difference 
between the pre-test and post-test results obtained by the experimental group, as can be easily 
observed on Graphic 4.  
To begin, the mean of the Experimental Group in the post-test passed from 6.1 to 9.3, 
which meant a rise of 3.2 points, a clear improvement from the initial state of the group.  
 The mode also showed a slight improvement, passing from 7 to 8 correct answers.  
However, although the changes at the group level were not high, a significant 
improvement was observed on the individual results of the participants, since the highest score in 
the pre-test passed from 8 to 13. This result was achieved by E4, the same participant who had 
scored the highest result on the pre-test. The lowest score also improved and raised from 4 to 7.  
 Going to the information per section, important changes were registered. The first section 
reflected a mean of 4.86, with a mode of four correct answers, which meant a very small 
improvement (and even a setback in the Mode) concerning the group results obtained in the pre-
test (Means=4.29 and Mode=5). 
Besides, the analysis shows that, out of the seven participants, E4 got the highest result in 
this section as well that on the general results with a total of eight correct questions (100%). On 
the other hand, two students, -E3 & E7-, got a result of three correct answers out of the eight 
possible in this section.  
INTERCULTURAL COMMUNICATION COMPETENCE THROUGH VIDEO GAMES 46 
 
The results related to the minimum score achieved in the first section must be regarded as 
negative since both students had achieved slightly better results in the pre-test, so their lower 
score in the post-test seems to indicate that the implementation achieved no improvement on 
their knowledge on this particular section. 
 The second section was, however, where noticeable improvement could be observed. The 
mean improved from that achieved in the pre-test, passing from 1.86 to 4.43 in the post-test, 
registering a significant rise of 2.57 points. The mode also showed an improvement, passing 
from 1 correct answer to four. The participant E3 achieved the highest result on this section, 
improving in 2 correct answers to the previous score. The lowest score raised from 1 to three 
correct answers, which means that however slight, there was an undeniable improvement even in 
the weakest participants.  
 
Graphic 4: Comparative analysis Pre-test & Post-test experimental group 
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5.3.2 Control Group post-test Results.  
 The control group had a remarkably similar performance in the post-test than in the pre-
test and achieved a mean of 9,3, a point higher than the previous 8.3 score in the pre-test. This 
implies that there was a minimum improvement in the overall result of one point (See graphic 
13). What is more, the mode is the same as in the pre-test, 10 correct answers. In fact, the highest 
result was achieved from the same student that did it in the pre-test, C5, who had a total result of 
13 correct answers which means that this participant improved in two points. On the other hand, 
the lowest score was of C1 with only four correct answers in total.  
The first section shows that students had complications with it since different from the 
previous test, they had little bit lower results in general. Indeed, the mean on this section was of 
five, while the mode, and at the same time the lowest results, was of four correct answers that the 
participants C1, C3, and C6 scored. Nonetheless, the highest result was of seven correct 
responses out of eight which represents an almost perfect score.   
The second section presents that even though there were many students that approved it; 
overall, the scores were lower than on the previous section, but still they had better performance 
than on the pre-test. The participants’ mean in this section is 4,28 which illustrates that there was 
an improvement of 1,28 points from the same on the first test. Furthermore, students C5, C6, and 
C7 scored six answers approving the test, and these results represent the mode and the better 
total of responses on the section. However, the lowest was a result of zero answers by C1.  
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Graphic 5: Post-test results control group 
5.4 Student T-test Analysis. 
The analysis presented this far allows already to observe that the implementation had an 
impact on the experimental group since the group as a whole, and most participants actually 
improved their results in the post-test. 
However, to verify if this impact could be considered significant, the T-student test was 
applied to the data collected.  The T-student test measures statistically the efficiency of a 
pedagogic implementation by comparing the result of a test applied to a group (pre-test/post-test) 
or two different groups coming from the same population.  
Thus, in this paper was applicated the student t-test to both, pre-test and post-test of E as 
well as the post-test of both groups.  
In order to explain the results of the test, it is necessary to present the following concepts: 
null hypothesis, work hypothesis, level of significance, degree of confidence, and P-value. 
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 The null hypothesis(H0) poses that there is not a significant difference between the sets 
of data analyzed (be that pre-test and post-test of a single group or post-tests of two different 
groups). The working hypothesis(H1) poses that the difference between the two sets of data 
analyzed is statistically significant and thus not attributable to chance, thus proving, in the case 
of this research, that the pedagogical strategy implemented had a significant impact on the 
participants’ results.  
The level of significance or alpha(α). α is a value commonly established for educational 
research at  5% or 0.05 and related to the concept of degree of confidence, which establishes that 
the results obtained have a probability of being correct equal to 95%Finally, the last concept is P-
value. It refers to the probability that the results shown by the t-test are due to the chance. P-
value is linked with the reliability of the study; in other words, the reliability of the research will 
be higher the lower the P-value. 
After taking into consideration the concepts explained before, there were two possibilities 
to be evaluated. The first possibility was that P-value was minor than α. In this case, H0 would 
be rejected, s and H1 accepted as true since it would be proven that the results exposed a 
statistically significant difference.  
In case of the P-value being higher than or equal to α, H0 would be accepted, and it 
would be considered valid that there was not a significant difference between the results of the 
sets of data analyzed, and thus that whatever experiment or pedagogical experience students had 
been submitted to, had not caused impact and thus could not be considered successful. 
The T-student test was applied first to the results obtained by the experimental group both 
in the pre-test and the post-test. Table 1 below presents the results obtained.  




Table 1: Experimental group pre-test and post-test T-student results 
As it can be observed in the results, the P-value in this test was 0.005, a value 
significantly lower than α. Hence, the H0 is rejected and H1 is accepted: it is considered proven 
that the pedagogical intervention had an impact on the results obtained by the Experimental 
Group after being exposed to the cultural videogames and that impact was statistically significant 
ant thus not attributable to chance.  
Secondly, the T-student was applied to the results achieved in the post-test by both the 
Experimental Group and the Control Group (See table 2). The P-value obtained was 0.407, 
which was superior to α. This result meant that there was not a significant difference between the 
scores achieved in the post-test by the Experimental and Control Groups. That result could have 
been predicted before applying the T-student since both groups achieved the same average score 
of 9.3 in the post-test applied. Thus, it was unrealistic to expect a significant difference proven 
by the T-student. 
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Table 2: Post-test E. group & C. group T-student results  
Nevertheless, it is necessary to remark that the C group had a slightly better average 
result in the pre-test than the E group. Let us remember that while the E group average was 6.1, 
the C group achieved 8.3, and thus, out of the 16 correct answers that represented a 100% score, 
the E group achieved an average of 38.1% while the C group obtained already a 51.8%. This fact 
obscured the improvement achieved by the E group since what is being compared is the final 
result of both groups. Although the E group improved, the improvement only served to help it 
reach the initial level of the C group, which almost kept the initial result. However, when we 
compare the change experimented by each of the groups, a higher improvement can be observed 
in the E group.  
Finally, here it will be addressed the isolated cases of the E group by evaluating if there is 
any relation with the specific objectives of the paper (gender, age, stratum). The first case is E2 
who was the lower grade in the pre-test with a four out of 16; however, in the post-test showed 
significant improvement by reaching eight points out of 16 that represents a 33.3% of 
enhancement. The second case is E4 that was not only the highest punctuation in the pre-test 
with eight correct answers, but also was the highest score in the post-test by achieving 13 points; 
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moreover, E4 was the best improvement of the test with a 62.5% of progress. The last case is E7 
that had a 0 % improvement between both tests inasmuch as the participant scored seven points 
out of 16 in the two attempts. In terms of gender and age, it can be pointed out that E2 and E4 are 
males with an age of 19 and 22 respectively, whereas E7 is a female of 28 years old. It means 
that there is an important difference between gender and age that must be highlighted. On the 
other hand, there is not an evident difference in terms of stratum since the three subjects belong 
to different strata. 
5.5 Analysis of Experimental Group according to personal characteristics 
To continue, the results of the experimental group will be analyzed regarding the 
secondary objectives of the research, i.e., if the participants’ results in the post-test could be 
somehow related to particular personal characteristics such as gender, age, interests or 
socioeconomic level. 
 Firstly, it must be remembered that the experimental group consisted of three females and 
four males. On the post-test, the males got a mean of 9,5 while the female participants achieved a 
mean of 9. This is really interesting since it shows that while the male students had achieved 
initially a lower average score of six in the pre-test when compared with that of the female 
participants, this outcome was reversed in the post-test, where males had a better achievement 
than females. These results can be observed on graphic 6.  
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Graphic 6: E. group comparative analysis by gender. 
 
A second analysis was carried out in relation to the characteristic of participants’ age. In 
this respect, it was observed that the two students with the same age -E1 and E2- scored the same 
total of correct answers of eight. The highest result was achieved by one of the oldest students, 
E4, who got thirteen correct questions and was 22 years old. This data was contrasted by the 
results achieved by E7 who being the oldest participant, did not show any improvement in results 
and got seven correct answers out of 16. On the other hand, E5, who was the youngest student, 
got a total of 11 correct answers, the second-highest score of the seven participants. The disparity 
of results achieved by the participants and the small number of them made inconclusive this 
information, and the researchers could not find a demonstrable relationship between their ages 
and the results obtained. 
Finally, the results were analyzed according to students’ social stratum. The analysis 
performed showed that students from higher socioeconomic levels achieved better results than 
those from lower ones. While participant E2, the only one from the first level got a result of eight 
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questions, the four students from the second level had a higher result of 11 and the two students 
from the third social stratum level had the highest score, with 13 correct answers by E4, and nine 
correct answers by E6. This data seems to point out to an existing relationship between 
socioeconomic stratum and results achieved in the experiment. Graphic 7 illustrates these results.  
 









 This study aimed to promote the use of videogames as a complementary strategy for 
teaching intercultural content knowledge. By using the quantitative process, it was intended to 
prove that the use of videogames is an effective strategy for students to learn history or cultural 
events. According to the hypothesis that was initially proposed, it can be concluded that the 
research outcomes are positive and videogames have effective results when they are used inside 
the classroom; however, some difficulties delayed the implementation of the project and could 
have had a strong influence in the research outcomes.  
 Although the results were positive and proved the hypothesis, it is important to consider 
many aspects that could have affected the research. First, the number of students was 
dramatically reduced by the global health situation due to Covid-19; moreover, many students 
could be busy in the other subjects, so the stress and anxiety could affect their development in 
the project.  
A second point to consider was the lack of supervision for the final test, which could have 
had an impact on participants’ results since they had free access to the internet and could have 
sought the answers to the test to get better results, or, on the contrary, could have answered 
randomly just to show they participated but without actually putting effort or interest on it. It is 
considered that the whole implementation should be carried out in the classroom since this could 
represent more reliable outcomes. 
 In relation to other specific objectives, it can be concluded that the results show that 
women did better in the pre-test, but the men had a better performance in the post-test which can 
demonstrate that the strategy could have been more interesting and engaging for the males than 
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the females. These results could be interpreted as female participants maybe having more interest 
in learning cultural things than male participants, but males being perhaps more engaged by the 
videogames presented than their female classmates.  
In relation to the socioeconomic strata, it was found that there was a slight difference in 
the scores when analyzed from this point of view and that the strategy seemed to be more 
successful with students from higher economic stratum. This could be due to those students from 
higher economic levels being more familiar with videogames or even computers or having also a 
higher access to cultural input than those coming from more vulnerable socioeconomic 
environments. 
In terms of age, it was identified that in the experimental group there was a student who 
was 22 years of age at the moment of the implementation and scored the highest; however, there 
was a disparity among the results regarding age, what does not provide any conclusive evidence 
concerning the relationship between age and success of the learning strategy. 
In order to know if the implementation was effective or not it is pertinent to observe the 
results that both groups had during the implementation. Although the average was the same for 
both groups in the post-test, it was evidenced that the experimental group had greater 
improvement in their results, while the control group simply kept or even diminished their 
outcomes.  
In our opinion, this may be the most interesting and relevant finding from our project, 
since the results of our research demonstrated that the participants in this study did not develop 
the intercultural competence on their own, by simply being exposed to the cultural input that may 
be included implicitly in the different subjects studied at the English Teaching program. Thus, in 
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order to develop the intercultural competence, explicit content, activities, and strategies must be 
implemented because it seems that the average student will not develop these competences 
unless they are directly taught. 
Finally, students during the whole implementation seemed to enjoy the experience of 
learning content through videogames, and many of them asked questions during and after the 
play sessions, while others started talking about the video game's topic. Besides, this strategy 
seems to have a positive impact on the motivation that students have for learning either English 
or content of any type.  
Although not any videogame is suitable for teaching the intercultural competence, there is 
a variety of them that surely could have a great impact such as the saga Assassin's Creed, which 
moves from different locations and times of the human history such as the Ancient Greece, Old 
Egypt, London in the Victorian age, among others, allowing students get acquainted with 
historical, political and geographical information.   
It would require further research to study if the strategy of using videogames would not 
only be effective but entertaining for students of any age, gender, and socioeconomic strata. 
Further research should explore the remaining components of the intercultural communicative 
competence: character, sensitivity, motivation, and skills. Besides, it should also be analyzed 
whether serious games could have a positive impact on the instruction process of other topics 
and subjects such as social sciences, maths, philosophy, etc. 
To conclude, it is important to talk about the learnings this study left to the researchers. 
Firstly, the relevance of having different plans and strategies for the different kinds of 
complications that research of this nature might have. Also, to consider that the participation of 
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students when there is not a strong motivation (either intrinsic or extrinsic), could lack 
participation in the tasks proposed, what in turn will be reflected in the results.  
Furthermore, the nature of quantitative research presents a challenge in the creation of the 
data collection method, but it simplifies the analysis of the results since several tools make the 
analysis automatically; moreover, the job of the researchers is to be able to interpret and 
comment the results in the most objective way possible. 
Finally, it was also learned how complicated but also how interesting it is to carry out the 
task of creating a research project from scratch, as it requires the development of many aspects 
such as developing a hypothesis, finding a relevant area that could be suitable to implement it, 
gathering theory that supports the project, creating and implementing the data collection 
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2. Covers of the video games used in the research                            
https://drive.google.com/drive/folders/1rp-n4iQ-SymiU8dLA3-u84bQDW6Q3HDJ?usp=sharing 
 
3. Consent letter for the participants 
https://drive.google.com/drive/folders/1NY28USmRYROPrTvJBkQnqgxKJNp-jMPn?usp=sharing 
 
4. iCivics (video games) consent use of video games 
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